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Dear Sega Customer: 

The following are "Helpful Hints" for the game Ghostbusters . 

Preparing to Bust Ghosts : 

Selecting your car - 

Use the pink arrow displayed to left of cars to choose desired car. 
The Directional Pad will move the arrow to all four cars. When he 
arrow is next t;o desired car, press Button One and the screen will 
change . 

Make note of the amount of tools your vehicle can hold. This is a 
good reference for when you are purchasing tools on the next screen. 

Using the Directional Pad, move the forklift to desired tool. Press 
Button One to i pickup item and turn forklift around. Then use 
Directional Pad to move forklift with tool towards your vehicle. 
Press Button One to unload tool into car. Then use the Directional 
Pad again to move to next desired tool. Continue until all the tools 
you need are loaded. When you have finished selecting your tools, 
press Button Twq to start busting Ghosts! 

Example of Items - Needed : 

CAR Hearse Holds Nine Tools $4,800 

EQUIPMENT Ghost Vacuum 

Ghost Bait 
Ghost Trap (Four) 

The Map : 

The Map screen is an aerial view of the City. At the top right of 
The Map, "Shop" appears. This is where you can return to purchase 
additional tools. On your way to the "Shop" vacuum ghosts as they 
appear above your car. You can vacuum ghosts if you have purchased a 
vacuum and by pushing Button Two on the Control Pad. 

At the Bottom Right "GHQ" (Ghostbusters Headquarters) appears. Retain 
from time to time throughout the game: 

- to obtain men when you have only one man left, 
to restore the men slimed trying to trap ghosts, 
to empty traps that are filled with ghosts, 
to restore Ion Beam Power. 
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When you see a blinking building on The Map, quickly head for it. tun 
over ghosts along the way. Be sure not to run over the "Gatekeeper" 
or the "Master of the Key". If you do run over them, money will be 
deducted from your account. When your car is in front of the 
building, press, and hold the Directional Pad in the direction of fhe 
building while plashing Button One, simultaneously. 
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$ 600 
$ 500 

$ 500 
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The Street: 


The screen will change to The Street and your car will be traveling to 
the previously blinking building. On your way to the building, watch 
out for obstacles in the road and for other cars. If you hit one of 
the cars, your vehicle will be destroyed. The same goes for the 
obstacles (if you hit them, your vehicle will be destroyed). You will 
automatically receive another car but money will be deducted from your 
account. 1 

As you start to travel down The Street, take note of the Kilometer 
reading located at the bottom right of The Street screen. As you get 
closer to the blinking building, the meter will move in a descending 
order. i 

While traveling down The Street, be sure to use your Ghost Vacuum 
(Button One or Two) to vacuum floating ghosts as they appear above 
your vehicle. 

■ .'i : 

Your car will automatically pull over to the building so there is no 
need to worry about which building you are suppose to enter. 
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Busting Ghosts at Building : 

Once you arrive at the building, your men will automatically exit the 
car. Using the Control Pad, position Ghostbusters (while holding 
trap) just under the flying ghosts. 

Push Button One to drop the trap. This will freeze Ghostbuster Number 
One (on the right side of the building) and enable you to position 
Ghostbuster Number Two (on the left side of the building). When Number 
Two is positioned, push Button One and position Ghostbuster Number 
One. When they are both in place, push Button Two to start the Ion 
Beams. You are also able at this point to use the Directional Pad t© 
position them together. Try to trap the ghosts between the two Ion 
Beams. When the[ ghosts are between the beams, push Button Two to 
release the trap and catch them. You only have 60 to 70 seconds to do 
this so do it quickly. If you trap all but one ghost, one of your 
Ghostbusters will be slimed by the remaining ghost. The Ghostbustet 
will then drop and the ghost will fly away. The screen will change 
and you will retutn to The Map. At this point, return to GHQ to pick 
up , new men and empty your traps. On your way to GHQ, remember t./> 
vacuum ghosts flying above your car. 

Ghost Bait : 

When you see the four ghosts starting to form into the Marshmallow 
Man, go to one of the far bottom corners and release some Ghost Bail; 
by pushing Button Two. This will attract the ghosts away from The 
Temple of Zule. Also, when the Marshmallow Man is formed he will take 
$4,000 away from your account. At that point, push Button Two and 

release the Bait then Button Two again, you will have $2,000 restoi ed 
to your account. 




Marshamallow Man : 


If you have more than $10,000 when the PR Energy Meter turns red you 
will automatically be taken to The Temple of Zule to confront he 
Marshmallow Man- 

when confronting the Marshmallow Man, you must get two men past him. 
S Sneak past him, wait until he bounces towards the left then enter 
«ough the rlgltit side. Only two men must sneak past the Marshmallow 
Man in order to -proceed to the next screen. 


Climbing the Stairs of Zule : 


-Roamers are pretty easy to Bust. But watch out for the Slimers 
along the stairs. When you try to Bust the Slimers, you have to 
adipate toeir moves. If they look like they are comrng at you, 

shoot ! \ 

Busting Gorza : 

The best way to fight Gorza is to place your man opposite Gorza. If 
corzais located on the left side of the screen, your man should be on 
the right side. As he comes across to your side, move your man to -the 
Other side but keep shooting as you cross over. It takes five to _.ix 
mil to kill GCrza. Move side to side and keep firing. Gorza is 
I5°ed with dead? laser beams so watch out! Also, Gorza is worth 

$5,000. 

Continue Game : j 

When you have finished the game, if you have $ 10,000 or more, you will 

be assigned a ten digit account number. You ® re *Sbe r for future 
number repeatedly. Be sure to write down the number i or tut^- 
reference P and note what initials you used in the beginning of th _ 
aame You will be able to use this account number in the beginning of 
the crame under "Continue Start". Put the number assigned to you under 
the section "Your Account Number". You can enter your account number 
by using the Directional Pad Arrows. When your number is entered, 

press Buttons One or Two and it will say You have $ • 

push Buttons One or Two to start the game. 


Account : 

Initials - B.B. 

Account Number - 2732727608 
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